FATAL FURY- HOW TO CONTOROL 


FATAL FURY: CONTROLSI ETHRASH RALLY HOW TO PLAYE 
[Joystick] Move, Jump, Squat, Protect. 


T \ i / | -o [Joystick] Use as a steeringweel by turning right 
[A button ]Mostiy punching. EAA ha \ak V1 3 | or reft with the appropria te pull of 
(B button) Mostly kicking. a A ~- | - the stick. 
[Joystick & C button] Throw when approached by enemy. m a = VAN | L n [A Button] Accelerator 
[D button ]Not used. = a) / s ae y [B Button] Breake 


@ Various attacks used according to distance from enemy. p2 EX T í ] = — [C & D Button] Not used 
@ Combined use of joystick and buttons gives “lethal attack” ; A a a Paks 3 
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Auckland/Northland: Maarten Boogert Ph/Fax (09) 524-5773 AH (09) 524- 2639- 
Central N/I: Robert Briggs Ph(073) 463-783 Fax (073) 463-784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 

South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 


This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd. 


TIME OUT 


CONTROLS FATAL FURY: HOW TO PLAY 


Deathblow attack: 
“BURNING KNUCKLE 


Deathblow attack: 
“CUT PUNCH å 
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Deathblow attack: 
“THRASH KICK” 


0 


EROBO ARMY: HOW TO PLAYE koo a a a Y Ñ style of fighting in the 


(Joystick): Control Hero 3 — | G | 1 
[A Button}: Punch (Dash at transformation) > l | . 
[B Button): Jump i ~n n n 2 : 


(C Button): Attack ae 
[D Button]:Not used Le xe eae ae 


‘A&B Button: Back Kick 


E TM 


CLASSIFIEDS 


SELL 


Operation Wolf 
Steel door. Ave mech $1500 
JPM pound rush gamblers $ 750 
JPM noteshoot gamblers $ 750 


Call:Your local agent (1) 


3 Wonders $1700 
Attaxx $ 800 
Cadash $ 600 
Crime City $ 850 
DD III $ 600 
Final Blow | $ 900 
Final Fight $1150 
Hamerin Harry $ 650 
Lightning Fighters $ 900 
Magic Sword $ 900 
Merc's $1300 
Ninja Turtles $1200 
NZ Story $ 450 
Pang $ 550 
Pit Fighter $1100 
Secret Agent $ 550 
Smash TV $ 900 
Snow Bros. $ 550 
Spinal Breakers $ 500 
Super Pang $ 750 
World Cup 90 $ 750 


Call: Your local agent (1) 


Auckland/Northland: Maarten Boogert Ph/Fax (09) 524-5773 AH (09) 524-2639 
Central N/I: Robert Briggs Ph(073) 463-783 Fax (073) 463-784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 
South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 


SELL 


Data East Pinballs 
Time Machine 
excellent condition $2450 


Hot Hand Pinball 
average condition $450 


Call: (09) 525 5838 


SELL 


Cyclone Pinball (Williams) 
$2950 


Call: (03) 528 8617 


SELL 


Black Knight 2000 
Williams Pinball $2500 


Call: Nelson 547 5690 


Add GST to all quoted prices 


Classified listings are placed free of 
charge to advertisers. Send your 
advert with a contact number to: 

Coin Cascade or any of your area 
agents 
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COIN CASCADE LTD 


TELEPHONE: 338 1411 FAX: (0643) 338 1410 
5 VULCAN PLACE , CHRISTCHURCH, NEW ZEALAND 


TO: ALL OPERATORS 
DATE: 3/12/91 
RE: EXCLUSIVE RIGHTS 


IN A RECENT AUSTRALIAN COURT CASE THE FEDERAL COURT IN A 
DECISION HANDED DOWN ON 2ND DECEMBER 1991 FOUND AGAINST 
LEISURE & ALLIED INDUSTRIES. THIS MEANS THAT UNTIL AN APPEAL IS 
LODGED SOME ORIGIONAL PCBS (UNLESS COPYRIGHT IS VESTED IN 
IMAGES AND GRAPHICS WHICH ARE NOT GENERATED FROM SOFTWARE) 
MAY BE IMPORTED BY OTHER IMPORTERS. IT IS OUR UNDERSTANDING 
THAT AN APPEAL WILL BE LODGED WITHIN DAYS. THIS ACTION WAS 
BOUGHT UNDER A NEW PIECE OF AUSTRALIAN LEGISLATION CALLED " 
THE CIRCUITS LAYOUT ACT" 


THE NEW ZEALAND SITUATION IN RELATION TO COPYRIGHT/EXCLUSIVE 
PRODUCTS REMAINS UNCHANGED. 


IN N.Z. WE HAVE NO SIMILAR LEGISLATION TO "THE CIRCUITS LAYOUT 
ACT" HERE COPYRIGHT IS CONTROLLED BY THE N.Z. COPYRIGHT ACT 
WHICH GIVES THE EXCLUSIVE COPYRIGHT HOLDER WIDE LEGAL 
POWERS TOENFORCE COPYRIGHT AGAINST PARRALLEL OR COPYRIGHT 
PRODUCTS. 

COIN CASCADE LTD. AND ITS AGENTS HAVE ALREADY SPENT OVER $60,00 
ENFORCING THESE RIGHTS AND WILL CONTINUE TO ENFORCE THESE 
RIGHTS ON ANY PRODUCTS IT HOLDS N.Z. EXCLUSIVE RIGHTS TO. 
IMPORTERS/BUYERS WHO HAVE ANY DOUBTS ABOUT THIS SITUATION 
SHOULD SEEK LEGAL ADVICE ON THIS MATTER OR CONTACT THE UNDER 
SIGNED. 


REGARDS 


GARY WALKER 


ROCKOLA MIRAGE 


: 100C/D capacity 
: LED display for "Top Hits" and "Selection in play" 
‘Wired or infa red control system 


Price: $8900 Plus GST (C/D'S extra) - Ex Stock 


ploy three technicians to assist 
operators with their service 
requirements. 


Colin our Service Manager is 
responsible for all logic re- 
pairs, monitors and power 
supplies. 


Stuart is responsible for power 
supplies repairs, coin mech 
repairs and programming. 


Our two office staff, Gay our 
office manageress and Leigh 
our office receptionist, ensure 
quick and efficient turnaround 
of all service work. 


Eproms 
Alleproms up to two megabite 
can be programmed. 


Custom I/Cs 
Available from all major 
oversea’s suppliers. 


Monitor parts 
Full set of all spares including 
loptys. 


Site testing 
Problem games can be site 


SERVICE DEPARTMENT 


Coin Cascade presently em- - 


tested before returning to 
ensure faults are fixed. 


Power supplies 

We fix all power supplies for 
a set labour charge of $35 
plus parts plus GST. 


AVOID THE CHRISTMAS 
BACKLOG - SEND YOUR 
WORK TODAY. 


PCB logic repairs 

We will fix all pcbs and have 
full testing equipment 
desolder/resolder of custom 
I/c are a speciality 


NEW TOYS / NZ DOLLAR 


Our latest container of toys has just 
arrived from China and we expect to be 
using these from 1 December 1991. We 
have again attempted to improve the 
quality of toys we can offer to our cus- 
tomers and feel that these latest toys 
refelct that commitment. 

Unfortunately the combination of a 
higher quality product and the drastic 


fall in the value of our dollar (over 12% 
since our last shipment has meant that 
from 1 December 1991 our wholesale 
rate will increase by approx 6% (well 
below the level of the increase to us). 

We thankyou for your patronage in 
the past and look forward to a bouyant 
Christmas. 

Gay Walker 

Coin Cascade Ltd 


New Prices effective 1/12/91 


Retail $5.50 + GST 

$2.55 + GST (0-199 toys) 
$2.45 + GST (200-599 toys) 
$2.40 + GST (600-1000 toys) 


Wholesale 


cartoon courtesy of 


NSM 


The Performance Machine 


COMMENTS 


Seasons greetings and a 
happy new year 

From Gary, Gay, Stuart, 
Margaret, Bruce, Colin, John 
Leigh, Shane, Chris, and 
Justin (the Coin Cascade 
Staff) and from Maarten and 
Shirley, Kevin and Rachel 
(Auckland Coin), Robert and 
Jan (Merlin Amusements), 
Mike and Irene (Wizards 
Lower Hutt) To all our cus- 
tomers throughout New Zea- 
land. 

We hope business is brisk and 
problems are few and that 
1992 brings the long heralded 
improvement in our economy. 


Merlin Amusements 

Our Rotorua agent managéd 
to take time out from his busy 
schedule to visit Hong Kong 
for afew weeks. We now know 
who does all the work there 
as things ran better with Jan 
in control. 


Auckland 

Further problems have de- 
veloped with more pcbs being 
stolen from games. It is ob- 
vious that as prices increase 


operators are prepared to pa 
for a "bargain" no questions 
asked. Operators must be 
aware that this will rebound 
on them badly. 


Simpsons 
This product continues to be 
very popular with ‘Simpsons. 
licenced products enjoying 
high sales as Christmas ap- 
proaches. 

Coin Cascade and its agents 
have combined with Festival 
Records who are releasing four 
Simpson video tapes in De- 
cember. National TV adver- 
tising will promote the 
Simpsons video game and the 
new Simpsons video tapes. A 
new Simpsons video game will 
be given away as the grand 
national prize. 

Auckland operators can ex- 
pect radio advertising on 
91FM as well as high promo- 
tional support for "The 
Simpsons Picnic’ to be held on 
December 15th at Mission 
Bay. Simpsons operators 
should expect a spin off from 
this promotion. 


the pcbs are becoming more 


"I THINK THE QUEST FOR REALISM HAS 
GOTTE HAND and more valuable and some 


N OUTOF HAND /" 


NEW PCB's NOW IN STOCK 


Price includes: mylar and two player loom 


Wrestlefest (Jamma, 2/4 players) 


(This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd.) 
Top earning wrestling action 


Sunsetriders (Jamma, 2/4 players) 
(This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd.) 


Western action that earns $2320 


Captain Commando (Jamma, 2/4) 

(This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd.) 
The latest game from Capcom that confirms this company's 

reputation as the top producer of action games 


Dragons Lair II (Leyland) 

(This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd.) 
Kit price $6260 
Dedicated Machine $9450 


Terminator II (Williams) 


(This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd.) 


Xexex (Jamma, 2 player) 
(This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd.) 
Top space action 

$2290 


NEO-GEO GAMES (All Neo-Geo games/products are marketed 


in NZ under an exclusive distribution licence held by Coin Cascade Ltd.) 


Thrash Rally (Neo-Geo cabinets only) 
Rally X type action 

Fatal Fury (Neo-Geo cabinets only) 
Streetfighter II at Neo-Geo prices 

Robo Army (Neo-Geo cabinets only) 
Exciting combat 


Eightman (Neo-Geo cabinets only) 


The 


INSIDE VIEW 


Well another month has rolled 
around and it hasn't been short 
of new releases; among them, 
Block Block, Captain Com- 
mando, Karate Blazers, Sunset 
Riders, Spiderman, Terminator 
II Pinball. It is too soon to com- 
menton all newly released games 
so here are a few summaries: 


KARATE BLAZERS 

Theme similiar to Double 
Dragon and Final Fight but with 
higher definition graphics. Itisa 
four player link system which 
allows two cabinets to be played 
as one game. Games with themes 
like this always seem to do well 
and would be a safe investment 
for any operator. 


SUNSET RIDERS 

A western action game for 2,3, 
or 4 players with buy in option. 
Sunset Riders is doing well but 
as it has only been here for a 
short time, it is hard to make a 
fair assessment. Graphically 
Konami has produced another 
stunner. 


WRESTLE FEST 
A game which is doing phe- 
nomenally well and is a must for 


any operator. I was sure nothing 
would top Street Fighter II in 
earnings but this board had done 
that, a four player interactive 
game which has all the stars of 
WWF. 


TERMINATOR II PINBALL 

One word to describe this pin- 
ball, ‘AWESOME’. With voice 
over from Arnold himelf, dot 
matrix screen anda very well set 
out play field. This game is oper- 
ating on $1 play giving amazing 
cashbox results. We wait with 
baited breath for the video game. 


Well, its only another month 
till Christmas. I feel its going to 
be a hard fought one, a real bat- 
tle of the cashbox, so remember 
as much input as possible for our 
nationwide Street Fighter II 
competition. We would like to 
see competitors from Auckland, 
Wellington, Rotorua or any other 
town who think they have the 
best warrior in New Zealand to 
come to Auckland for a final- 
showdown. 

Best regards 

Lars Jacobsen 

Stages Timeout Centre, 
Auckland 


The Legend Lives On... 


DRAGON'S LAIR II ™ from Leland Corporation is more 


than an exciting sequel to the hit arcade game, With 3. 


years of work on completely new animation art, DRAGON’S 


LAIR II ™ explores an exciting new dimension in-interac- 


tive video: Time Travel! 


Dirk The Dating returns fromthe original saga to rescue - 


Princess Paphne who has been abducted by the evil 
Wizard Mordroc, But there's anew twist this time: Daphne 
has been spirited away by Mordroc and Dirk must brave 
the perils of time itself to save her! With the aid of a 
decrepit Time Machine, Dirk leaps from one colorful 
venue to another in his quest to save Daphne: . Dirk's 
Forest Hovel, Crags of Mordroc, Garden of Eden, 


Beethoven's Studio, Looking Glass Land, Tombs of Egypt, 


Cobra's Treasure Lair, and Castle Mordroc. — 


With a trim new cabinet that will fit in the most modest 
location, DRAGON'S LAIR II ™ is a one-player game that 


can be played by two persons in a alternating mode with. 


additional coin input. 


The hardware that drives the disc is also TOTALLY 
NEW and state-of-the-art. The highest quality 
animation art is-perfectly matched with the — 
latest advances in laser disc technology. 


DRAGON'S LAIR II™ from Leland Cerpera- 
tion in conjunction with Sullivan Bluth, the == ~ 
animators of Dragon's Lair, is a product you- 

can trust to be of the highest quality and:a 
game that will not only delight you; but will 

also keep that ROI rolling in year after year, 


-Fake this opportunity to own the NEWEST o 
CLASSIC. It will most assuredly stand the 
test of time... Legends really do live on! 


Cabinet: 
Crated: 
Weight: 


Monitor: 


76"h, 37"d, 29"w 
80"h, 39' 'W 
300 Ibs, crated 


25" Wells-Gardner 
‘ 


Horizontal Mount 


Auckland/Northland: Maarten Boogert Ph/Fax (09) 524-5773 AH (09) 524-2639 
Central N/I: Robert Briggs Ph(073) 463-783 Fax (073) 463-784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 

South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 


“FLL BE BACK!” 


MIDWAY BOWS 
‘TERMINATOR 2’, THE VIDEO 


Biggest movie hit of 1991 was also AMOA’s “best game of the show”; 
two-player gun game sets new standards for realism & movie tie-in. 


A while back, talk show host David 
Letterman asked his guest: “Why are the 
‘Terminator’ movies so popular?” Superstar 
Arnold Schwartzenegger gave this answer: 
“Because everybody wants to be a 
Terminator. They’d like go out and take care 
of business, without worrying about having to 
follow any rules.” 

If Arnold is right, then “everybody” is going 
to love Terminator 2, the latest video game 
from Midway Mfg. (a division of Williams/ 
Bally-Midway). Why will they love it? Simple: 
inthe movie, you get to watchthe Terminator. 
In the two-player video gun game, you get to 
be the Terminator! 

More than that, Terminator 2 has set a new 
standard for digitized graphics, special visual 
and audio effects, and Hollywood-coinland 
collaboration. These factors should carry the 
game into the winner’s circle for a long, long 
time. 

Just how realistic are the onscreen visuals? 
When you watch the game, itlooks exactly as 
if you're watching the movie...except you get 
to control the characters and the action. 
Some video game engineers actually thought 
T-2 was a laserdisc game at first. Nope, it’s 
digitized graphics, which gives players all the 
options and mobility of aregular video game. 
No wonder operators voted Terminator 2 
“Best New Game of the Show’ at this fall’s 
AMOA Expo! 


DEPTH OF GAME PLAY 
Completed games began shipping to 
distributors around the world in mid October. 


“We're ready to capture the most dominant 
earnings period which is the fall,” declared 
Midway marketing director Roger Sharpe. 
“Based on test results, we are confident . 
operators will find this game isn't a flash in the ` 
pan. It’s not one of those six week wonders | 
that earns fantastic sums the first week based 
on player curiosity, then dies out. We're 
confident Terminator 2 going to maintain an 
impressive plateau of solid earnings, because 
the depth and excitement of game play is 
there.” . 

Depth of game play may be what earned 
the game its award from operators at AMOA. 
Many games based on famous, licensed 
properties create a lot of excitement at first: 
the player says “Oh boy, here’s that famous 
character!” But too often, that early thrill is 
followed by the eventual disappointment and 
boredom of “What else can | do with this 
character? The game play just isn’t there.” 

This is almost guaranteed not to happen 
with Terminator 2. Since the Midway creative 
team got in “on the ground floor” with the 
Hollywood creative team, the video game 
includes every major character, setting and 
action sequence that’s in the film. It’s aconstant 
on slaught of guns, vehicles, evil robots, 
misguided policemen and flying death 
machines, all portrayed with incredible realism. 
As a matter of fact, the video game includes a 
stunning sequence or two that was originally 
written into the Hollywood script but was cut 
from the final movie for length reasons.! So in 
one sense, it can be argued that the video 
game has “more” depth than the:movie itself. 


TIMING AND PUBLICITY 
Timing of the game’s release could 


represent the best synchronizing of a major 


film andits video counterpart that this industry 
has ever seen. Midway’s video is arriving 
while the film remains a white-hot property. 
That means the game will be able to ride on 
the coattails of the movie’s multi-million dollar 
promotional budget. 

Want proof? Listen: the movie itself has 
already earned $400 million in America alone. 
Four or five months after initial release, the 
movie is still pulling big bucks in thousands 
of theater box offices as you read this. The 
film is just now Opening on movie screens in 
many key overseas markets. Here in the 
U.S., the ‘Terminator 2’ movie will arrive with 
a bang in the home video rental market in 
mid-November. Operators who buy the game 
this fall will be able to cash in on all the 
excitement. 

There’s more. Not just the film but also the 
video game itself has been promoted in 
consumer magazines and on MTV. The 
Midway game was touted as grand prize in 
a “900 number promotion.” Said Roger 
Sharpe: “There’s a lot of advance word and 
players are already aware the game is 
coming. Their question is, when? Players 
are eagerly waiting for this game to appear 
at their local arcade.” 


UNPRECEDENTED COLLABORATION 
As stated, Terminator 2 is the result of an 

unprecedented level of collaboration 

between Hollywood and coinland. According 


to George Petro, one of the game’s designers: 
“Midway exec Neil Nicastro originally asked us 
in 1990, What would you think of doing agame 
based on this movie that’s going to come out 
next summer, ‘Terminator 2’? Instantly | was 
super-excited aboutit. The film’s director, James 
Cameron, literally didn’t want to let the script 
out of his sight, so Roger, Steve Ritchie (who 
headed the Williams T-3 pinball team) and | 
had to fly out to Los Angeles and read the script 
in the presence of one of the movie people. It 
read like a book,” George recalled. “When we 
came out, our jaws were on the ground. We 
said, yes, there’s no problem coming up with a 
video game based on this story.” 

A few meetings later, film director James 
Cameron had gotten to know the Midway 
people, become familiar with their successful 
track record, and had come to understand their 
plans and abilities to realize his artistic vision in 
video game form. Cameron told his staff: “Give 
these people whatever they need.” 

With that, Midway became almost a part of 
the Hollywood production project. Each week, 
videotapes of footage that was being shot in 
Hollywood by Cameron, were flown to Midway 
in Chicago. The Midway folks got access to the 
sets so they could film their own footage. They 
got to borrow and use very expensive props, 
from $200,000 models of sci-fi space ships, to 
10" steel “Terminator” skeletons. They even 
got to “borrow” actors Arnold Schwartzenegger 
and Robert Patrick for Midway's very own 
recording and filming sessions. All of this went 
into making a video game which, as Midway 
says proudly - “is” the movie. 


Royal Casino 
R Type I! (Irem) 
Rush and Crash 
Runark 

Riddle of Pythagoras 


Salamander 

Secret Agent (S'SPY) 
SD Gundam 

Shadow Dancer 
Shinobi (Sega) 

Side Arms 

Silk Worms 

Simpsons 

Sky Smasher 

Sky Adventure (SNK) 
Sky Soldier (SNK) 

Sly Spy 

Slap Fight 

Snow Bros. (TOA Plan) 
Space Battleship 
Spartan X 

Spelunker 

Splutter House (Namco) 
Spiderman (2 player) 
SCI Kit (Includes steering etc) 
Shadow Dancer 

Sky Smasher 

STG 

Strato Fighters 

Street Fighter II 

Spinal Breaker 

Street Fighter 

Street Smart 

Super Contra 

Super Pinball Action 
Super Space Invader 
Super Masters Golf 
Super Pang 

Superman 

Surprise Attack 
Sunsetriders 

SRD 

Street Fighter (Capcom) 
Strike Gunner 

Super Formular Kit 


(Video System)(Dart Fox Type) 


Superline 
Tecmo Knight 
Terra Cresta 


$400.00 
$580.00 
$250.00 
$1400.00 
$250.00 
$420.00 
$720.00 
$400.00 
$600.00 
$2050.00 
$840.00 
$600.00 
$250.00 
$450.00 
$1900.00 
$800.00 
$650.00 
$780.00 
$680.00 
$400.00 
$660.00 
$500.00 
$250.00 
$220.00 
$980.00 
$2400.00 
$3800.00 
$870.00 
$1120.00 
$900.00 
$830.00 
$2300.00 
$680.00 
$960.00 
$815.00 
$700.00 
$985.00 
$1150.00 
$1300.00 
$760.00 
$1150.00 
$500.00 
$2320.00 
$400.00 
$900.00 
$760.00 
$1100.00 


$460.00 
$700.00 
$300.00 
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The Hustler (Konami) 
The Legend of Makai 


$300.00 
$380.00 


The Leg'd of Hero "Tonma" (Irem) $750.00 


Task Force Harrier 
Tetris 

Three Wonders 
Thunder Cross 
Thunder Cross || 
Thunder Dragon 
Thunder Fox 

Thunder Force 
Thunder and Lighting 
Truxton 

Tiger Heli (Taito) 

Toki (Tad) 

Turbo Force 

Twin Bee II 

Twin Eagle 

Twin Cobra (Tiger)(Taito) 
Twin Hawk (For 2 players) 
Tumble Pop 

UAG 

Vandyke 

VapourTrial (Deco)(Kuhca) 
Vigilante 

Violence Fight (Taito) 
Volfied (Taito) 
Vendetta 

Vimana 

U.S.Navy 

Wardner (Taito) 

Willow (Capcom) 
Wonder Boy 

World Cup '90 (Temco) 
Wrestle War (Sega) 

X Multiply (Irem) 
Xexex 

Yanchamaru 

Yoma Ninpocho 

Zero Wing (TOA) 

1941 (Capcom) 

1942 


1943 KAI (Capcom) 


All PCB's come with loom and header mylar 


$600.00 
$700.00 
$2100.00 
$620.00 
$1400.00 
$1680.00 
$1100.00 
$750.00 
$750.00 
$790.00 
$320.00 
$700.00 
$1200.00 
$850.00 
$730.00 
$680.00 
$600.00 
$2120.00 
$700.00 
$690.00 
$800.00 
$450.00 
$1390.00 
$960.00 
$1815.00 | 
$1000.00 
$1500.00 
$280.00 
$1500.00 
$300.00 
$850.00 
$600.00 
$600.00 
$2290.00 
$250.00 
$250.00 
$560.00 
$1500.00 
$400.00 
$400.00 


Free Kick 

Galaga 

Galaga 88 

Gals Panic 

Gaplus 

Galop 

Gang Wars (SNK) 
Gemini Wing 

Ghost n Goblins 
Ghouls n Ghosts 
Gigandes (Micro Tech) 
Golden Axe (Sega) 
Golden Poker 
Golfing Greats 
Gradius III (Konami) 
Growl 

Growl conversion Kit 
Gun Fontier 

Gun Force 

Guerilla War (SNK) 


(w/2Pcs Special Joystick) 


Hammerin Harry 
Hard Puncher 
Hat Trick Hero 
Hatris 

Halleys Comet 
Heavy Unit (Taito) 


Hell Fire (Taito) (2 Players) 
Ikari (w/2Pcs Spec'l J'Stick) 


Image Flight (Irem) 
Inspector X (Taito) 
Jockey Club 

Karuki Z (Taito) 
Kageki (Taito) 
Karate Blazers 
Kengo 

King of the Dragons 
Klax 

Last day 

Legard of Kage 
Lightning Fighter 
Magic Sword 

Main Event 

Master of Weapons 


$320.00 
$320.00 
$950.00 
$1100.00 
$320.00 
$1550.00 
$700.00 
$400.00 
$250.00 
$1300.00 
$550.00 
$860.00 
$440.00 
$1500.00 
$700.00 
$1200.00 
$700.00 
$1250.00 
$1100.00 
$350.00 


$700.00 
$860.00 


$2180.00 
$385.00 
$350.00 
$400.00 
$540.00 
$500.00 
$670.00 
$700.00 
$2000.00 
$350.00 
$350.00 
$1690.00 
$1000.00 
$2040.00 
$480.00 
$950.00 
$220.00 
$980.00 
$1450.00 
$350.00 
$560.00 


Mega Blast (Taito) 
Midnight Resistance 
Mercs 

Monster Lair (Seca) 
Monster Land 
Mustang 

Mutant Fighter 
Nemo 

Ninja Gaiden NF 
Ninja Kids 

Ninja Spirit 

Ninja Turtles 
Omega Fighter 
Outrun Kit 


Operation Thunderbolt kit 


P 47 

Pipe Dream 
Pitfighter (3 player) 
PocketGall Il 

Pang 

Packland 
Pacmania (namco) 
Passing shot 
Perfect Billiards 
Plotting (Flippul)(Taito) 
Pole Postion II (PCB) 
Power Spike 

POW (SNk) 
Prehistoric Island 
Punk Shot 

Puznic (Taito) 

Rad Mobile Kit 
Rally Bike 

Raiden (Sribu) 
Rainbow Island 
Rampart 

Rasten Saga 
Rasten Saga ll 
Revenge of DOI 
Robocop (Deco) 
Rod Land (Jaleco) 
Roller Games 
Rolling Thunder II 
Rolling Thunder 
Rough Racer (Seca) 


$800.00 
$720.00 
$1500.00 
$550.00 
$400.00 
$550.00 
$1250.00 
$1450.00 
$650.00 
$1200.00 
$550.00 
$1400.00 
$390.00 
$4000.00 
$1850.00 
$500.00 
$550.00 
$1200.00 
$450.00 
$600.00 
$800.00 
$1200.00 
$650.00 
$350.00 
$300.00 
$790.00 
$1450.00 
$500.00 
$580.00 
$650.00 
$450.00 
$5200.00 
$650.00 
$1600.00 
$580.00 
$600.00 
$480.00 
$650.00 
$350.00 
$500.00 
$950.00 
$790.00 
$1490.00 
$550.00 
$1120.00 


| Mipway, -` 


Auckland/Northland: Maarten Boogert Ph/Fax (09) 524-5773 AH (U9) 524-2639 
Central N/I: Robert Briggs Ph(073) 463-783 Fax (073) 463-784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 

South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 
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MIDWAY 


Members of the Terminator 2 design team (from left to right): Jack Haeger, John Vogel, George 
Petro, Warren Davis, Bill Dabelstein & Tim Coman (kneeling). Not pictured is Chris Granner. 


Said Roger Sharpe: “Our creative team 
and the Hollywood team shared a vision of 
getting this story to the public on two different 
media: movies and video games. We think 
the close co-operation we achieved has set a 
new standard for licencing, showing that video 
games can tell a story and involve player 
emotions just like movies.” 


THE MIDWAY TEAM 

Even before Cameron’s Hollywood crew 
began filming, Midway began the creative 
challenge of bringing the script to life as a 
video game. A talented team shared the video 
game design and “directorial” tasks. They 
were George Petro, Tim Coman, Bill 
Dabelstein, John Vogel, Jack Hager, Chris 
Granner and Warren Davis. 

“We started with a handful of directions we 
could go to adapt this story,” recalls George. 
“Our Sales & Marketing VP Joe Dillon was 
actually the one who said, why not make it a 
fun game” That suggestion gave us our whole 
approach to the scenario and storyboard. And 
by the way,” George added, “it’s our feeling 
that the video game market is ready for anew 


‘staple’ in the gun game category. We think 
Terminator 2 will be that piece.” 

Once filming began, members of the Midway 
team were often right there on the set. Said 
programmer John Vogel: “Digitizing footage 
isn’t just a matter of taking frames from a strip 
of movie film and running them through a 
computer. We had to film the actors doing 
some things just for us. We had to storyboard 
every possible action we thought they might 
do, ask the doubles or actors to perform that 
action, and film it with our own crew. We 
worked with the film doubles for Linda Hamilton 
and Arnold Schwartzenegger. 

"We also worked with Robert Patrick, the 
actual actor who plays the movie's villain. In 
fact, Robert spent an entire day letting us film 
him shooting, being shot, falling on floor mats,” 
John continued. “We also got access to all the 
sets, costumes, props and models used in the 
making of the move. So we actually did develop 
the video game in parallel with the movie. It 
was a real challenge, a real thrill and | think 
this dual process shows in the realism of the 
video game.” 


Original Logic PCB Available EX Japan 
Allow one - three weeks delivery 


Prices may change due to New Zealand dollar variation 


Acrobat Mission $1390.00 
Air Buster $760.00 
Ajax $500.00 
Aliens $1070.00 
Alien Storm $850.00 
Altered Beast $690.00 
Area 88 $1415.00 
Assault $980.00 
Baloon Bros 700 $560.00 
Berlin Wall $1320.00 
Blade Master $1000.00 
Block Out Kit $780.00 
Block Block $1750.00 
Blood Brothers $1115.00 
Bronze Adventure $450.00 
Bubble Bobble (Taito) $690.00 
Beast Busters Kit (Gun/Panel) $4000.00 
Beach Volley $350.00 
Bonanza Brothers $650.00 
Burning Force $1200.00 
Cabal $580.00 
Caliber 50 (seta) $760.00 
Chelnov $380.00 
Cadash $700.00 
Castle of Dragon $650.00 
Chase H.Q. Kit (Shift Lever/accel etc) 
$3500.00 
Chernov $410.00 
Cobra Command $450.00 
Columns II $968.00 
Crime Fighters $1100.00 
Chiki Chiki (6up/ m'twins) $1400.00 
Chopper 1 (SNK) $400.00 
Cabal $320.00 
Choplifter $290.00 
Champion Wrestler $910.00 
Combatribes $660.00 
Cotton $815.00 
Commando $350.00 


Crackdown $800.00 


Crime City 

Cross Blades 
Crude Buster 
Clutch Hitter 

Dark Seal 

Death Brade 
Desert Assault 
Demons World (Taito) 
D.D. Crew 

DJ Boy (sega) 
Double Dragon 
Double Dragon II 
Double Dragon III 
Dargon Breed 
Dragon Ninja 
Dragon Sabre 
Dragon Spirit 
DriftOut 

Dynasty Wars 
Dyna 

Down Town (Taito) 
Edward Randy 
Elevator Action 
EDF 

Eswat 

Escape Kids 

Espial 

Exciting Hour 

F1 dream 

F1 Grand Prix 
Fighting Fantasy 
Fighting Hawk (Taito) 
Final Blow 

Final Fight 

Final Round 
Finalizer 

Fire Battle (Taito) 
Flipper Jack 

Flying Shark (Taito) 
Formation Z 


$1100.00 
$1050.00 
$880.00 
$2100.00 
$680.00 
$1400.00 
$1100.00 
$760.00 
$1750.00 
$600.00 
$500.00 
$600.00 
$650.00 
$715.00 
$730.00 
$1450.00 
$950.00 
$1980.00 
$1400.00 
$1650.00 
$440.00 
$900.00 
$220.00 
$680.00 
$650.00 
$960.00 
$400.00 
$220.00 
$440.00 
$3320.00 
$470.00 
$644.00 
$1150.00 
$1250.00 
$850.00 
$250.00 
$200.00 
$320.00 
$400.00 
$200.00 


COIN CABINETS/PARTS 


CONTROLS 
Controls (Rotary type) 
Controls (MCA) type 


$110.00 
1 off $30.00 
10 off $28.00 
50 off $25.00 
BUTTONS 
Button (MCA) type 1 off $6.00 
10 off $5.50 
Dummy buttons (plugs) 1 off $4.00 
10 off $3.00 
MCA button micro switches $3.00 
POWER SUPPLIES 
-15 amp switch mode/subboard 
1 off $100.00 
10 off $80.00 
-15 amp switch mode 1 off $70.00 
10 off $60.00 
- subbboard with leds $30.00 
COIN MECHS - ELECTRONIC 
NRI G13-1404 $395 
NRI G13-1002 $300 
NRI G13-0004 $300 
Universal Credit PCB $110 
Credit Display Units $75 
COIN MECHS - MECHANICAL 
Coin Mechs (Video Game) 1 off $50.00 
anit strimming 10 off $45.00 
-Pinball Type (S10) $50.00 
mech return spring $4.00 
Front stainless plate (chaston cabinets) $20.00 
AVE coin mechs (20c/50c) $130.00 
, 10 off $110.00 
Ave Mech. microswitches $12.00 
KORTEK TUBES/MONITORS 
Tube/Monitor/Transform 26" 1 off $890.00 
(Kortek Original) 10 off $790.00 
Tube/Monitor/transform 20" 1 off $480.00 
(Kortek Original) 10 off $430.00 
Kortek 20" Tube $260.00 
Kortek 20" Monitor $260.00 
Kortek 26" Transformer $60.00 
TV 20" transformer $45.00 
CONTROL PANELS COMPLETE - 
STANDARD OR 500m WIDE 
* Available in different colours 
Single Player complete $120.00 
Double Player complete (3 button) $190.00 
Taito Japan (3 button) $200.00 
Three Player complete (3button) $300.00 
Four Player complete $445.00 


CONTROL PANELS/ METAL WORK 


Single Player/Double Player 
500m Wide 

Taito Japan 

Three Player 

Control Panel Clamps 


CABINET GLASSES 
Screened 
20" standard 
26" standard 
Unscreened 
20" standard 
26" standard 
CABINET PARTS 

Coin Counter complete with PCB 
Cash Box Door 
(Metal single / Double mech.) 
(Metal 4 coin mechs.) 
Cash Boxes (slide type) 

(Taito type) 
Wheels (each) (long life) 
Locks (barrel type) 

(Cuboard type) 
Speakers 


FLUORESENT FITTINGS 


Complete 
Tubes (new long life) 
Starters 
Choke 

HEADER MYLARS 
Blank Mylars 
Printed Mylars (any name) 
Lexon Panels 
PCB holders (plastic) 1 off 

10 off 
Degausing wands 
Outrun Steering Springs 
Arch Rival Control Rubbers 
MINI LOOMS 

Complete mini loom - 1 player — 
Complete mini loom - 2 player 
Complete mini loom - 4 player 
28 way molex connector 
Mini loom plug 


$45.00 
$45.00 
$70.00 
$90.00 
$ 8.50 


$40.00 
$50.00 


$25.00 
$30.00 


$35.00 


$85.00 
$95.00 
$30.00 
$30.00 
$15.00 
$11.00 
$12.00 
$20.00 


$45.00 
$10.00 
$ 2.00 
$15.00 


$15.00 
$25.00 
$ 8.00 
$20.00 
$16.00 


$150.00 


$20.00 
$25.00 


$35.00 
$40.00 
$55.00 
$ 6.00 
$ 4.00 


Quantity / Indent discounts on All Parts 


SPECIAL EFFECTS 

In addition to digitized film footage, 
Terminator 2 achieves its amazing realism 
from a variety of resources used by Williams. 
A computer software program called a “multi- 
planer” mimicks and updates the old-style 
Multi-Plane Camera. (This was a fancy camera 
created by the Disney Studios decades ago 
for super-realistic, in-depth animation.) The 
computer can create 16 different layers of 
backgrounds, and populate these settings 
with 16 different layers of appropriately-sized 
characters and props. The result: a 32-layer 
picture. The computer adjusts scrolling speed, 
object lighting and shading, depending on 
how far from in the background each layer is, 
and where it stands in relation to the “light 
source.” 

Said John Vogel: “We had to be very 
controlled about actors, sets and props to 
make sure they’re at the right angle, in the 
right size, in the proper special plane and so 
on.” Tim Coman agreed: “One benefit of 
digitized graphics we're just starting to explore 
is the ability to combine different objects and 
images of different sizes, adjust the proportions 
inthe computer and make them look real. The 
game has provided an opportunity to do a lot 
of new things.” 

George Petro added: “No other gun game 
has ever achieved the depth and realism of 
Terminator 2. It’s really a breakthrough. We’ve 
worked very hard to create a believable world 
that allows fast, realistic player interaction 
with the fictional environment. We're 
researched what looks good and what makes 
people think it looks real. We’re starting to get 
emotions out of this like a real TV show. One 
reason it looks so good is, we don’t have 
digitizers and technicians here. We have 
artists, schooled in art, each of whom specialize 
in their area of programming, graphic art, 
cabinet and gun design, you name it. The 
talent involved is what sets our games apart.” 


A TOUCH OF ART 

Artist Jack Hager agreed that computers 
didn't do all the work...far from it. “The players 
do get to see many actual segments of the film 
which we have digitized,” he said. “However, 


not all of the movie was filmed at an angle we 
could use. In a video game,” said Jack, 
“especially when it’s a gun game where the 
player sees through the eyes of the main 
character, you need front views of the other 
characters. This was especially true of the 
liquid-metal bad guy and the special effects 
involving him. 

“So in those cases,” Jack explained, “we 
had to use the film footage simply as a 
reference point and recreate the same basic 
result with our own computer pyrotechnics, to 
make visual magic happen. We came up with 
Our own special effects here at Williams, and 
players will think they'll be seeing the same 
things they saw in the move!” 


ARNOLD’S VOICE AND 
OTHER SOUND WIZARDRY 

The artistry of the Midway team included 
sound wizardry. “With most video games,” 
said George Petro, “if one piece of speech or 
sound is happening, you can’t hear anything 
else. So we had a problem: two people firing 
two guns. Our feeling was, you always want to 
hear your own gunshot. We created a multi- 
tracking sound board which can play seven 
simultaneous channels, four of which can be 
speech or sounds.” 

The audio mastery in the T-2 video goes far 
beyond that technical achievement, however. 
How many people can say they “directed” 
Arnold Schwartzenegger? Sound artist Chris 
Granner can; he coached Arnold via long- 
distance telephone, supervising a special 40- 
minute digital recording session. Arnold read 
a script Chris prepared, speaking into a digital 
recorder Chris selected. (the Hollywood team’s 
Lee Orloff was actually there in the sound 
studio, relaying Chris’s suggestions to Arnold 
so that famous Austrian accent would come 
clearly through the game’s computer chips) 

“Chris Granner is very much part of the 
creative team, making suggestions at every 
point,” agreed his fellow designers. “Sound is 
a subtle but integral part of this game, creating 
a feeling of realism and altering the sense of 
pace and mood,” they said. “Chris has been 
here since 1986 and he often guides us, 
sometimes tying things together with specially 


composed music, synthesized speech and 
sound effects which he creates.” 


COMBINING THE MOVIE 
AND THE GAME 

Translating a movie script into video game 
terms presented a challenge on many levels 
beyond graphics and sound, too. As Jack 
Hager explained: “We had to add some things 
for players, such as additional targets, and cut 
some other things out. But the core of the idea 
is very much intact. When you play this game, 
you really feel you have ‘lived’ the movie and 
really killed this frightening bad guy.” 

Jack said some special challenges popped 
up as the Midway guys went along. “The film’s 
director, James Cameron, was abit concerned 
about having a gun game. He wanted to be 
responsible about it and he said, | don’t want 
the video game players to use their guns to 
really kill anybody in this game.” 

How do you solve that problem in this 
industry, famous for its level of 
violence...especially in a video fun game? 
Jack explained: “John Vogel here at Midway 
came up with a creative solution that mirrors 
the movie’s storyline, where Arnold’s character 
says ‘I swear | won't kill anyone.’ This plot 
point is actually built right into the guns on our 
cabinet,” Jack said. “Each gun has got a red 
LED and agreen LED on it. so as you move 
the gunsight across the screen, whenever 
you're aiming at a human character the red 
LED lights up and the gun won't “kill” the 
human character. It will only wound him, just 
like the movie. But when you're aiming at a 
Terminator (evil robot), the green LED lights 
up and you can destroy the robot bad guy. It’s 
just like the movie.” 

By this means, Midway transformed a 
limitation into a “plus” that players will 
recognize and appreciate. Another “plus” 
came from limits on the movie itself. The 
Original script called for a major sequence that 
wasn't filmed: the plan was to show an army 
of evil robots at the “SkyNet” headquarters. 
Trouble was, this Sequence would have made 
the film’s running time too long. 

The video game, however, takes players to 
this exciting setting. The game lets players 


battle a whole army of bad guy Terminator 
robots. “Jim Cameron really liked the idea that 
the video game would take you to where the 
machines lived,” smiled the Midway team. 

Another film-to-game adaptation challenge 
came from the fact that this is a two-player 
upright. How do you show two Arnolds? 
Simple: one is shaded red, one is blue, in the 
introductory sequence. But then, it’s a first- 
person game; unlike the film you're seeing the 
story unfolds through the eyes of the Arnold 
character. Midway turned ths into an 
advantage, too: players see the internal 
displays that would appear in their field of 
vision, if they were a Terminator robot. 
Computer graphics are super-imposed on the 
scene, telling you what weapons you're facing 
now, etc. It’s a neat gimmick that ties right into 
the “point of view” shots in both Terminator 
movies. 


PUTTING IT ON LOCATION 

T-2 is shipping at a factory-recommended 
price setting of 50c (per player) to start, with 
25c to continue. Using anew feature, operators 
can set the game for a minimal time that’s 
guaranteed for each credit. It's adjustable 
from five seconds to five minutes (factory 
setting is 45 seconds). This allows operators 
to adapt the game to player skills in each 
location, and also to gradually make the fame 
more and more challenging as players learn 
the game andincrease their skills. “This feature 
helps the player out without the player knowing 
it,” said one member of the design team. 

To get the fullest potential out of the game, 
Midway is offering promotional materials such 
as posters and prizes for T-2 video (and 
pinball) tournaments. Prizes can be authentic 
licenced merchandise including t-shirts, 
jackets, etc. Operators can go to their local 
distributors for prizes or directly to Midway for 
advice on running promotional events. 

If you haven't got your order in, get down to 
your local distributor right away and prepare 
to start “terminating” locations with this 
blockbuster. 
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Attendance by U.S. Census Region 
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Chart 10 
Peak Season Attendance by 
U.S. Census Region (Thousands of household units) 
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Chart 11 
1990 Forecast 
Projected attendance 
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22 percent traveled 16 miles or more to visit a 
family entertainment centre. When attendance 
at family entertainment centres peaked in 
June, July and August, the attractions draw 
narrowed to 15 miles or less. with less than 15 
percent traveling 16 miles or more. As may be 
anticipated, the biggest draw throughout the 
12 months came from 5 miles or less. 

The falland winter months drew. on average. 
the shortest visits to family entertainment 
centres, with nearly half reporting a stay of an 
hour or less, perhaps indicative of an after- 
school visit. 

Attendance by geographic locations Is non- 
uniform although the attendance pattern 
generally follows the population distribution 
of the United States, but only family 
entertainment centres, of all nine attraction 
types studied, displayed such predominance 
in the South Atlantic and Pacific regions. 
Peak season attracted especially healthy 
crowds in the East North Central. South 
Atlantic, Mountain and Pacific regions. 

Patrons of family entertainment centres. 
according to the IAAPA study. are generally 
affluent, with 22 percent of reporting 
households earning $50.000 or more. Sixty 
percent reported a household income of 
$25,000 or more. These consumers are family- 
oriented, with 44 percent of the respondents 
reporting a household size of 3 to 4: 27 
percent reported 5 or more in the household. 
They're generally well-educated. with 60 
percent reporting as least some college or 
graduating from college. And they like to carry 
VISA cards, with 59 percent reporting such 
ownership. 


= annann i 


Annual Household Income 
1 person 

$0 - $12,499 sae 
$12,500 - $24,999 
$25,000 - $34,999 
$35,000 - $49,999 
$50,000 and over > 
3 to 4 people 


Source: AAPA 1990 U.S. Amusement Consumer Survey 
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The study was conducted in 1990, and figures 
reflect 1989 attendance. 

In the study, family entertainment centres 
were described in this way: “In many areas a 
new form of attraction has been developed, 
generally called a ‘Family Entertainment 
Centre.’ These INDOOR FACILITIES are often 
built in shopping malls and offer attractions 
such as video games, carnival games, 
miniature golf, electric go-karts and miniature 
merry-go-rounds, among others.” 

According to the survey , total individual 


attendance at family entertainment centres 
reached a whopping 97,529,000 - ata 
minimum. Of the nine attractions studied, 
family entertainment centres showed the most 
uniform attendance by month. Attracting peak 
attendance in the summer, entertainment 
centres could be used to bolster traffic when 
shopping centre sales are traditionally soft. 
While attendance was not quite as strong, 
family entertainment centres seem to pull 
better from a distance during winter months. 
In November and December, an average of 


CHINA 
The world’s oldest civilization meets 
the newest form of entertainment 


In this month’s issue, we will take a look at the karaoke situation in China. 
Currently, although karaoke is till in the embryonic stage, there is a “mini 
boom” underway. This is due in part to the influence of the karaoke boom 
in Hong King and Taiwan and their open-door trade policies. Although 
when it was first introduced, karaoke was a pastime of the very wealthy, 
there is evidence that is is now gaining ground among the ordinary people 
as well. Given a chance, it appears very likely that in a few years karaoke 
could become as popular on the mainland as it is elsewhere. 


China. For almost 5000 years, this was 
Asia’s Cradle of Civilization. Almost every 
country in East and Southeast Asia owes 
part of their cultural legacy to China. With a 
border that expands from the frozen wastes 
of Siberia to the Japan Sea to the Middle 
East, China has been in contact with virtually 


all of the world’s major cultures throughout 


its long history. Today, Chinese people 
represent 25% of the WORLD’s population 
and continue to be on the forefront of 
international political, economic, and social 
developments. As the 21st century 
approaches, more and more people 
continue to flock to the great cities of Peking, 
Shanghai, etc. The potential in China 
remains vast, and despite the bloody 
crackdown on the student movement in 
1989, the economic reforms that were 
initiated in 1979 continue to offer hope for 
the future. As for karaoke, although the 
Chinese have only recently been introduced 
to the concept, much enthusiasm has been 
generated. 


Beijing's Newest Night 
Entertainment 
One of the most exclusive karaoke bars to 
open up was aplace called Karaoke Village 
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Sunbeam which was constructed in 
September of 1990 in the New World 
hotel, Peking. This club used Japanese- 
made equipment and introduced the set 
payment system whereby a customer 
pays a predetermined fee for liquor, 
karaoke, and services. Since this system 
iS practically unheard of in China. it was 
first feared that the bar would fail. 
However, three days after the grand 
opening, the large number of patrons 
indicated that it was quite obvious that 
the club would do just fine and today 
there is little doubt that the club will 
continue to be successful. The day that 
we visited, all of the customers were 
Japanese who got through the door at 
8pm after waiting over two hours for the 
doors to open. Once inside, every seatin 
the house stayed full until the closing 
time 2am. 

Sunbeam has a particular feature 
which Japanese karaoke clubs do not. 
On the right hand side of the entrance, 
there are three special rooms. One is 
called the “Lounge room” and has five or 
six tables set up and there is a monitor in 
every corner. 

Here, most customers enjoy drinking, 


singing, and chatting with the bar patrons 
like old friends. Another room is called the 
“VIP room” and is a small room which can 
accommodate ten people. Although 
Sunbeam was originally set up for the 
exclusive use of the local Japanese 
populace, many other foreigners visit as 
well. Some of these customers are Chinese 
and others are English-speaking people. 
This room was set up so that those who 
wanted to sing English or Chinese songs 
could do so without waiting their turn behind 
Japanese customers. The other room is 
called the “Member’s room”, which has a 
stage and a more luxurious interior than 
the main room. 

As far as the costs go, there is a basic 
cover charge for the “Lounge room” of 
around $US12.50. A glass of beer or soft 
drink and a simple relish is included. The 
“VIP room” also has a basic charge of 
$12.50 and an additional charge of $17.85 
per hour, making it the most expensive 
room of the three. The “Member room” is 
the same as the “Lounge room”. Private 
memberships are available for a total of 
$357 a year and members receive a 60% 
discount on the cover charge. The karaoke 
fee per song is around $1.00, making it a 
little less expensive than other countries. 
However, itmustbe remembered that since 
the membership fee alone is equivalent to 


a year’s salary of a Chinese governmen 
Official, it is the foreign customers who 
keep Sunbeam in business. 


Karaoke 
Becoming Part of the Family 

There are now said to be around 330 
karaoke lounges in all of China. Besides 
Peking, there are around 110 in Shangha 
and another 70 in special free market zong 
of Wan Zui. In Peking, there are a total o 
50, with the remainder spread out in various 
medium sized cities. These karaoke 
lounges are for “night entertainment 
primarily, but it appears that the home 
karaoke market is picking up as well 
Recently, the Shanghai newspapers 
reported that this market was in the process 
of rapid expansion and that more tha 
10,000 units had filtered into Shangha 
homes. 
In Peking too, it is now joked that the 


three things that everyone desires are an 
air conditioner, a telephone, anda karaoke 
machine. In a Peking department store’s 
electronic appliance centre, the most 
popular section is without a doubt the 
“Karaoke Counter’. Young ladies give 
karaoke demonstrations on karaoke 
machines while people walk by and watch. 
These displays have earnered a lot of 


attention and daily sales are quite strong. 
Two views of the | 


Shanghai karaoke 


ae 


Mainland China, even if the songs @ 
are in Japanese, as evidenced by 
this trio, the language barrier does 
not hinder the fun of singing a karao- 
ke tune. 


scene. At left, a trio 
gets ready to sing in 
front of a capacity 
audience at a local 
bar. 


Adding fun to the fare 


Family entertainment centres draw on affluent, family-oriented crowd 


while boosting traffic and extending visits. 


by Sandra M. Sutton 


“Shopping and entertainment marry 
perfectly,” said Herb Glimcher, chairman of 
the board of Columbus, OH-based The 
Glimcher Co., as he announced the opening 
of Morgantown Mall in Morgantown, WV. The 
centre marks Glimcher’s second major 
entertainment effort, with a 74,000-square- 
foot entertainment complex including a food 
court, eight-screen cinema and a Laser One 
family entertainment centre offering a variety 
of electronic games and rides. 

Glimcher is not alone in his opinion. The 
granddaddy of entertainment, West Edmonton 
Mall in West Edmonton, Alberta, Canada, set 
the stage a few years ago when it opened 
Fantasyland, a complete indoor amusement 
park. 

Today, the idea of adding a major 
entertainment element to a shopping mall 
seems to be gaining momentum, reports The 
Urban Land Institute, based in Washington, 
DC. 

According to John Robinett, principal, 
Economics Research Associates, Los 
Angeles, there are two kinds of entertainment 
centres being placed in malls these days: the 
“majors,” complete indoor amusement parks, 
such as West Edmonton’s and the proposed 
Camp Snoopy at Melvin Simon & Associates 
Inc.’s Mallof America, Minneapolis. And there 
are the “minors,” typically 2000 square feet to 
15,000 square feet, with an investment ranging 
from $1 million to $10 million. Most of the 
minors provide indoor ride- and show-based 
entertainment, along with participatory 
attractions, sports and often food and 
merchandising facilities. As at Morgantown 
Mall, many are combined with traditional mall 
tenants, such as cinemas and food courts. 

Overall, estimates Robinett, entertainment 
centres will produce sales from $50 to $150 
per square foot. The pros are many, according 
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to Robinett. Entertainment centres: 

e support the emerging trend of combining 
leisure with retail; 

e provide families a lower-cost entertainment 
alternative to increasingly expensive theme 
parks; 

e add an entertainment flair; 

e increase the competitiveness of a centre 

e induce repeat visitation; 

e create destination visits; 

e and extend length of stay. 

To understand more fully who patronizes 
family entertainment centres, along with other 
amusementattractions, Alexandria, VA-based 
International Association of Amusement Parks 
& Attractions (IAAPA) sponsored a study 
conducted by NFO Research, Toledo, OH. 
NFO mailed out four-page surveys to a U.S. 
Census-balanced panel of households, and 
received 810 back, for a 57.9 percent return. 


Chart | 
Attendance by Month 
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Source: [AAPA 1990 U.S. Amusement Consumer Survey 


for children, most people do not 
seem to mind. The shuttle has 
proven to be so popular with the 
visitors to the mall, that there 
are times when one must wait as 
long as an hour just to get on 
board. 

Located close to the New 
Niigata bypass, at the Kurosaki 
interchangejust south of the city, 
or 20 minutes by car from Niigata 
station, the easy access is an 
added benefit. The aim of the 
new hall isn’t so much to attract 
tourists as itis to serve the locals. 
A resident said “There was 
nothing like this in the 
neighborhood, so residents very 
rarely got together.” Slowly, 
people have been visiting, if no 
other reason than to meet their 
friends. In the first ten days of 
August, for example, about 3000 
people showed up. 


Nintendo creates 
chain of over 3000 
stores 


It was announced recently that 
Nintendo in Japan will franchise 
3000 specialized stores 
throughout the country to 
distribute game hardware, 
software and related products. 
Up under way now, Nintendo 
had been setting up special “in 
house’ corners in major 
department stores in America 
called “World of Nintendo”, these 


toy departments which number 
about 8000, had enjoyed immense 
popularity and it was decided 
that an entirely separate chain 
of stores would be the best way to 
meet growing demand in both 
Japan and America. Inthe future, 
they plan to open a total of 3000 
franchise throughout the world, 
with 100 to be built within the 
year. The name of the franchise 
stores will be “Nintendo 
Entertainment” and a franchise 
contract will be good for three 
years and they plan to offer rebate 
of 1% of total sales per store. The 
contract for three years is around 
$210 and the fee for using 
Nintendo products is around $65 
a year. 

The stores have one specific 
way that they are laid out and 
the cost of designing and 
remodeling are left up to the 
individual stores, but Nintendo 
will provide sales assistance and 
new product information as well 
as a detailed information 
manuals which will offer advice 
and assistance on how to set up 
and manage. Along with insuring 
the growth of these “co-ops” they 
are aiming to insure that by 
maintaining a steady and 
planned strategy, even if sales 
are low, franchise stores will be 
able to survive rocky starts and 
prosper in the future. These 
franchise stores were slated to 
get underway in August. 


Baie re 


The average price of akaraoke machine is 
around $70, which is one month's salary 
for a factory worker. 


VTR- 
A Step Toward the Good Life 

The most popular system is the VTR 
system. Software comes with 10 songs 
per title and sells for around $7.00. 
Although the average household income 
in China is around $55-$65, the average 
rent for a small apartment is only around 
$4.00 a month which relieves the burden 
of housing expenses for many. Throughout 
the past ten years or so living conditions 
and quality of life have improved steadily. 
At present, the standard of the good life 
includes owning a colour television, a 
refrigerator, a radio cassette player and it 
is said that almost all families, at least in 
the major cities, have these items. As the 
quality of life continues to improve, the day 
when people can look forward to enjoying 
karaoke appears to be getting close. 


In Shanghai as well, the desire for 
electronic consumer goods continues to 
rise with the standard of living. Itwas inthe 
summer of 1988 that karaoke first landed 
in the city and immny of whom flocked to 
this new and exciting amusement. As of 
last year, karaoke has spread in popularity 
to the point where there were over 100 
karaoke lounges throughout the city. Fora 
long time, Shanghai has been a Chinese 
city in which different foreign customs and 
cultures have thrived. This was partially 
due to the city’s coastal location which 
guaranteed contact with the outside world. 
As different foreign cultures including the 
British, Germans, Americans and 
Japanese, among others, poured into the 
city, the level of support for different 


cultures was perhaps the highest in the 
country, making the introduction of karaoke 
perhaps a little easier. 

Since the average monthly wage of a 
Shanghailaborer is around $57, wheneve 
this person goes to a karaoke lounge he 
might spend between $5 and $7, but onl 
once amonth. Despite the fact that at suc 
an extravagant price Chinese karaoke 
can in no way be called a “working man’s’ 
amusement, at most places there are quite 
a few men and women who enjoy singing 
Some experts have summed up the reaso 
why someone will spend 10% of thei 
monthly income on singing by saying tha 
karaoke offers a brief respite from the 
Stifling control of both governmen 
regulations and social conventions. 


Roadblocks to Success 

Despite the promising early successes 

of karaoke there remain some very thorn 

problems, most notably the government 

Ever since the June 1989 crackdown o 
the student democracy movement, the 
government has kept an especially strict 
eye out for those activities which, they 
fear, many lead to more agitation. In the 
realm of karaoke, this includes prohibiting 
video software which contains 1. Scenes 
of “reactionary expressions”. 2. Sex 
scenes. 3. Those video's which contain 
“scenes of immorality”. In addition, any 
Japanese military songs, nude scenes or 

songs Of illicit love or also forbidden. 

Whatis left then are mainly those songs 
which have broken hearts as the theme. In 
addition, a subsidiary company of the 
Ministry of Cultural Affairs recently 
produced karaoke which contained 
“wholesome” songs such as domestic 
popular songs and picture theme songs. 

These are “official” recordings however. 


and have not proven very popular with the 
average karaoke fan (surprise, surprise). 

In conclusion, Karaoke in China, 
although gaining ground, still has a long 
way to go to catch up to other Asian 
countries. The potential seems to be there, 
but high prices and unfriendly, stoic 
government officials are hampering growth 
at the moment. With the return of Hong 
Kong in 1997, the world is watching to see 
if China will use this opportunity to promote 
the introduction of foreign ideas, including 
the adaptation of different cultural forms 
which have been taboo for a long time. 
Hopefully, not only karaoke but all forms of 
art and entertainment will be able to make 
their way into the average person ’s lifestyle. 
Until then, the government of China, like 
that of Korea, has the final say. 


Dating back thou- 
sands of years, The 
Great Wall of China, 
the symbol of Main- 
land China still 
stands majestically. 


R-E-M-I-N-D-E-R 


To All Our Valued Customers 
From The Service Department 


PARTS 

To save you, the customer both time 
and money on your repair jobs, please 
note the following points: 

(a) Always ensure that you attach a 
label to the part that you return to us for 
repair. The label should clearly show 
the NAME of your business and the 
REPAIR WORK TO BE PERFORMED. 

(b) Ifduring the interim we have issued 
you with a replacement part (while your 
one is being repaired) also make certain 
that when you send this back to us you 
label it as 
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"RETURN OF REPLACEMENT PART". 

If you can adhere to these points I'm 
sure the saving to you in both time and 
money will be well worthwhile. 


From the Office: 

INVOICING 

Next time you are in contact with us 
(either by phone or letter) could you let 
us know what option you prefer as re- 
gards invoicing. Some businesses like to 
have their invoices sent out regularly 
during the month - others prefer to have 
theirs’ sent out with their statement at 
month's end. Let's hear back from you as 
to what way you prefer. 


Taito opens “Sun 
Circus” Superstore 
for “D3BOS” in 
Kyoto 


Taito opened up on July 13 the 5- 
floor “Sun Circus”. The store, 
under direct management of 
Taito, is located in Kyoto on 
Kawaramachi Street, the main 
shopping street. 

The usual fare of video, arcade, 
and token games can be found 
here and there is also a casino 
floor where only those over 18 
are allowed, but there’s also 
something new. The new 
“D3BOS”, a new game that is as 
controversial as it is popular. 
Inside the steely sphere, there 
are LD monitors that can take 
you on such hair-raising 
adventures as a roller coaster 
ride or plummeting down a slope 
at breakneck speeds. Responding 
tomovements of either the player 


or the screen, the “D3BOS” can 


rotate on complete circles at 


-mind-twisting speeds of up to 1 


revolution per second. 

The entrance of the store was 
specially built for the ride. The 
cost of this great ball of fire is 
18,000,000 yen, with a piece of 
software going for 500,000 yen 
and there are currently four 
software packages to choose from. 
A three to three-and-a-half 


minute thrill of your senses costs 
500 yen for one person, and a 
couple can ride for 800 yen. 
Despite the high price, the 
incredibly long lines for the ride 
are testament to its popularity, 
with dating couples and young 
office workers on their way home 
making up a major portion of the 
riders. In one day, an estimated 
1800-2500 people ride the 
machine. 


Taito help launch 
Niigata Rec. Village 


On July 19 of this year, a new 
village opened up in Niigata, a 
coastal town in the far 
northeastern reaches of Japan’s 
main island of Honshu. “Niigata 
Hometown Village” has given the 
town a modern, bright new 
meeting place. A moving theatre, 
called “Play Arts”, constructed 
by Taito Corp. has been installed 
in the trendy mall. In the hall, a 
shuttle, dubbed the “Dream 
Shuttle”, takes visitors between 
the theatre and the second floor. 
With a catchy design offering a 
panoramic view, the shuttle can 
hold up to eight people, and takes 
about five minutes to complete 
its journey from beginning to end. 
Although the cost of the ride is 
500 yen for adults and 300 yen 


